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(57) A gaming macliine includes a processor, a 
memory device, and an audio speaker system. The 
processor randomly selects a game outcome in re- 
sponse to a wager amount. The memory device is cou- 
pled to the processor and stores a plurality of audio data 
sets for producing a plurality of different audio outputs. 
The processor selects one of the plurality of audio data 
sets in response to the processor receiving audio in- 
structions from an external control source electronically 
coupled to the gaming machine. The audio speaker sys- 
tem broadcasts the selected audio output to a player of 
the gaming machine. Further, a gaming machine net- 
work comprises a plurality of gaming machines and a 
central controller electronically coupled to the gaming 
machines. The central controller sends audio instruc- 
tions for controlling the audio outputs from the audio 
speaker system of the gaming machines. The audio in- 
structions may include digitally formatted audio data. 
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(57) A gaming machine includes a processor, a 
memory device, and an audio speaker system. The 
processor randomly selects a game outcome in re- 
sponse to a wager amount. The memory device is cou- 
pled to the processor and stores a plurality of audio data 
sets for producing a plurality of different audio outputs. 
The processor selects one of the plurality of audio data 
sets in response to the processor receiving audio in- 
structions from an external control source electronically 
coupled to the gaming machine. The audio speaker sys- 
tem broadcasts the selected audio output to a player of 
the gaming machine. Further, a gaming machine net- 
work comprises a plurality of gaming machines and a 
central controller electronically coupled to the gaming 
machines. The central controller sends audio instruc- 
tions for controlling the audio outputs from the audio 
speaker system of the gaming machines. The audio in- 
structions may include digitally formatted audio data. 
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FIELD OF THE INVENTION 
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present invention is directed to satisfying these needs. 
SUMMARY OF THE INVENTION 



[0001] The present invention relates generally to 
gaming machines and, more particularly, to a gaming 
machine and a gaming machine network having an en- 
hanced audio output. 

BACKGROUND OF THE INVENTION 

[0002] Gaming machines, such as slot machines, vid- 
eo poker machines, and the like, have been a corner- 
stone of the gaming industry for several years. Gener- 
ally, the popularity of such machines with players is de- 
pendent on the likelihood (or perceived likelihood) of 
winning money at the machine and the intrinsic enter- 
tainment value of the machine relative to other available 
gaming options. Where the available gaming options in- 
clude a number of competing machines and the expec- 
tation of winning each machine is roughly the same (or 
believed to be the same), players are most likely to be 
attracted to the most entertaining and exciting of the ma- 
chines. Consequently, shrewd operators strive to em- 
ploy the most entertaining and exciting machines avail- 
able because such machines attract frequent play and, 
hence, Increase profitability to the operator. Accordingly, 
in the competitive gaming machine industry, there is a 
continuing need for gaming machine manufacturers to 
produce new types of games, or enhancements to ex- 
isting games, which will attract frequent play by enhanc- 
ing the entertainment value and excitement associated 
with the game. 

[0003] One concept that has been successfully em- 
ployed to enhance the entertainment value of a game is 
that of a "secondary" or "bonus" game which may be 
played in conjunction with a "basic" game. The bonus 
game may comprise any type of game, either similar to 
or completely different from the basic game, which is 
entered upon the occurrence of a selected event or out- 
come of the basic game. Such a bonus game produces 
a significantly higher level of player excitement than the 
basic game because it provides a greater expectation 
of winning than the basic game and is accompanied by 
more attractive or unusual video displays and/or audio. 
[0004] Most types of enhancement, however, have fo- 
cused primarily on visual effects. For example, gaming 
machines may included various types of displays for dis- 
playing different images in an "attract mode" to stir in- 
terest in players. And, the visual effects of the game fea- 
tures, such as reels and symbols, have been changed 
to be more attractive. 

[0005] While these player-appeal features provide 
some enhanced excitement relative to other known 
games, there is a continuing need to develop new fea- 
tures for gaming machines to satisfy the demands of 
players and operators. Preferably, such new features 
will further enhance the level of player excitement. The 



5 [0006] To satisfy the aforementioned needs, the gam- 
ing machine of the present invention includes a proces- 
sor, a memory device, and an audio speaker system. 
The processor randomly selects one of a plurality of out- 
comes of the gaming machine in response to a wager 

10 amount. The memory device is coupled to the processor 
and stores a plurality of audio data sets for producing a 
plurality of different audio outputs. The processor se- 
lects one of the plurality of audio data sets in response 
to the processor receiving audio instnjctions from an ex- 
ternal control source electronically coupled to the gam- 
ing machine. The audio speaker system broadcasts the 
selected one of the plurality of audio outputs to a player 
of the gaming machine. 

[0007] The present invention further contemplates a 

20 gaming machine network comprising a plurality of gam- 
ing machines and a central controller. Each gaming ma- 
chine of the plurality of gaming machines Includes a 
processor for randomly selecting one of a plurality of 
outcomes of the gaming machine in response to a wager 

25 amount. Each gaming machine also includes an audio 
speaker system that broadcasts an audio output to a 
player of the gaming machine. The central controller is 
electronically coupled to each of the plurality of gaming 
machines. The central controller sends audio instruc- 

30 tions for controlling the audio outputs from the audio 
speaker system of each of the plurality of gaming ma- 
chines. The audio instructions may be Instructions for 
the gaming machine to select a certain audio data set 
stored within the gaming machine or to download a cer- 

35 tain audio data set stored external to the gaming ma- 
chine. Further, the audio Instructions may Include the 
audio data (e.g., digitally formatted data) that is proc- 
essed by the gaming machine to broadcast the desired 
audio output to the player. 

40 [0008] Alternatively, the gaming machine network 
may Include a plurality of electronically interconnected 
gaming machines. Instead of or in addition to a central 
controller of the network sending the audio instructions, 
one of the plurality of gaming machines sends the audio 
^5 instructions to the other gaming machines for controlling 
the audio output from the audio speaker systems of the 
other games. 

[0009] The present invention also contemplates novel 
methods for transmitting audio data to gaming machines 
50 and for selectively controlling audio outputs of gaming r 
machines. 

[0010] The above summary of the present invention 
is not Intended to represent each embodiment, or every <^ 
aspect, of the present invention. This is the purpose of 
55 the figures and the detailed description which follow. 
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BRIEF DESCRIPTION OF THE DRAWINGS 

[0011] The foregoing and other advantages of the in- 
vention will become apparent upon reading the following 
detailed description and upon reference to the drawings. 
[0012] FIG. 1 is a simplified front view of a slot ma- 
chine embodying the present invention. 
[0013] FIG. 2A Is a block diagram of a control system 
suitable for operating the gaming machine in FIG. 1 . 
[001 4] FIG. 2B is an alternative block diagram to FIG. 
2A illustrating a gaming machine having an audio pe- 
ripheral control system coupled to the main CPU. 
[0015] FIG. 3 illustrates one embodiment of a gaming 
system architecture in which a bank of gaming ma- 
chines are connected to a central controller. 
[001 6] FIG. 4 illustrates an alternative gaming system 
architecture in which a bank of gaming machines are 
connected to each other and to a central controller. 
[0017] While the invention is susceptible to various 
modifications and alternative forms, specific embodi- 
ments have been shown by way of example in the draw- 
ings and will be described in detail herein. It should be 
understood, however, that the invention is not intended 
to be limited to the particular forms disclosed. Rather, 
the invention is to cover all modifications, equivalents, 
and alternatives falling within the spirit and scope of the 
invention as defined by the appended claims. 

DESCRIPTION OF ILLUSTRATIVE EMBODIMENTS 

[0018] Turning now to the drawings and referring ini- 
tially to FIG. 1, a video gaming machine 10 is depicted 
that may be used to implement a bonus game according 
to the present invention. The gaming machine 10 in- 
cludes a video display 1 2 that may comprise a dot ma- 
trix, CRT. LED. LCD. electro-luminescent display, or 
generally any type of video display known in the art. In 
the illustrated embodiment, the gaming machine 10 is 
an "upright" version in which the video display 12 in- 
cludes a touch screen and is oriented vertically relative 
to the player. It will be appreciated, however, that any of 
several other models of gaming machines are within the 
scope of the present invention, Including, for example, 
a "slant-top" version in which the video display is slanted 
at about a 30*" angle toward the player, or gaming ma- 
chines that include mechanical, rather than video, dis- 
plays. 

[0019] In one embodiment, the gaming machine 10 is 
operable to play a game entitled WHO DUNNIT?™ hav- 
ing a mystery theme. The WHO DUNNIT?™ game fea- 
tures a basic game in the form of a slot machine with 
five simulated spinning reels and a bonus game with 
strategy options directing game activities on the video 
display 1 2. It will be appreciated, however, that the gam- 
ing machine 10 may be implemented with games other 
than the WHO DUNNIT?"™ game and/or with several 
alternative game themes. 

[0020] FIG. 2A is a block diagram of a control system 



suitable for operating the gaming machine 10. Coin/ 
credit detector 14 signals a CPU 16 when a player has 
inserted a number of coins or played a number of cred- 
its. Then, the CPU 16 executes a game program which 

5 causes the video display 12 to display the basic game 
that includes simulated reels with symbols displayed 
thereon. The player may select the number of paylines 
to play and the amount to wager via touch screen input 
keys 17. The basic game commences in response to 

10 the player activating a switch 18 in a lever or push but- 
ton, causing the CPU 16 to set the reels in motion, ran- 
domly select a game outcome, and then stop the reels 
to display symbols corresponding to the pre-selected 
game outcome. In one embodiment, certain basic game 

15 outcomes cause the CPU 16 to enter a bonus mode, 
which causes the video display 12 to show a bonus 
game, as is known in the art. 

[0021] A system memory 20 stores control software, 
operational instructions, and data associated with the 

20 gaming machine 10, In one embodiment, the system 
memory 20 comprises a separate read-only memory 
(ROM) and battery-backed random-access memory 
(RAM). It will be appreciated, however, that the system 
memory 20 may be implemented on any of several al- 

25 ternative types of memory structures or may be imple- 
mented on a single memory structure. A payoff mecha- 
nism 22 is operable in response to instructions from the 
CPU 1 6 to award a payoff of coins or credits to the player 
in response to certain winning outcomes which may oc- 

30 cur in the basic game or bonus game. The payoff 
amounts corresponding to certain combinations of sym- 
bols in the basic game are predetermined according to 
a pay table stored in system memory 20. The payoff 
amounts corresponding to certain outcomes of the bo- 

35 nus game are also stored in system memory 20. 

[0022] As shown in FIGS. 1 and 2A. the gaming ma- 
chine 1 0 also includes audio speakers 23 for broadcast- 
ing audio output to the player of the game and other 
spectators adjacent the game. The audio output may in- 

40 elude various outputs, such as messages related to the 
game being played, messages unrelated to the game, 
a certain type of music (e.g.. rock, classical, jazz, etc.), 
or music related to a theme of a game. The audio speak- 
ers 23 are usually located on the front portion of the cab- 

45 jnet and include just one speaker or a plurality of audio 
speakers 23. The speakers 23 may be arranged in a 
planar along the front of the gaming machine, or they 
can be positioned in a non-planar fashion around the 
player of the game. In a further alternative, the speakers 

50 23 may be configured to deliver surround sound to the 
player. 

[0023] In the basic system configuration, the gaming 
machine 1 0 stores a plurality of audio data sets in the 
memory 20. The CPU 16 then selects the audio data set 
55 that is processed for broadcasting the selected audio 
output to the speakers 23. The CPU 16 can do so in 
response to certain events, some of which are dis- 
cussed below with respect to FIGS. 3 and 4. Preferably, 
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the audio data sets are stored in a digital format. As 
such, the gaming machine 10 must include components 
and circuitry for converting the digital data to analog au- 
dio signals and amplifying those analog signals to pro- 
duce an output from the speakers 23. In one preferred i 
embodiment, the audio data is stored in a surround- 
sound format for broadcasting a surround-sound audio 
output from a plurality of surround speakers 23 spatially 
arranged around the gaming machine 10. 
[0024] FIG. 2B Illustrates an alternative control sys- i 
tem that is different from FIG. 2A in that it has a distinct 
audio peripheral control system 25 for controlling the au- 
dio output from the speakers 23. The audio peripheral 
control system 25 preferably has its own controller or 
microprocessor that has access to its own audio mem- n 
ory device that stores the audio data sets. Further, the 
audio peripheral control system 25 has the A/D convert- 
ers, amplifiers, and other drive circuitry necessary to 
broadcast the audio output from the speakers 23. In 
short, the control system of FIG. 2B allows for all of the 2i 
audio signal processing to occur on a peripheral device, 
thereby allowing for a more sophisticated audio experi- 
ence without overburdening the CPU 16 and the mem- 
ory 20 of the gaming machine 10. 

[0025] Referring now to FIG. 3, a gaming machine 2a 
system architecture 50 is illustrated that includes a cen- 
tral controller 52 that is linked to a plurality of gaming 
machines 10a-10e. The system architecture allows for 
various aspects of the gaming machines 1 0a-1 Oe, such 
as the audio elements of the game {i.e., audio outputs), 3o 
to be controlled by an external device which, in this case, 
is the controller 52. For example, when the real time is 
a predetermined time, the central controller 52 can send 
audio instructions to the gaming machines 1 0a-1 Oe that 
cause each gaming machine 1 0a-1 Oe to select a certain 35 
audio data set that is used for broadcasting a certain 
audio output. This predetermined time can be a certain 
time of a day, a certain day of the week, or a certain day 
of a year. For example, the audio instructions having a 
holiday-specific theme can be transmitted from the con- 4o 
troller 52 to the gaming machines 10a-10e on certain 
holidays, such as Valentine's Day, St. Patrick's Day, 
Mardi Gras, Easter, the 4^^ of j^iy^ Halloween. Thanks- 
giving, Christmas, New Year's Eve, and New Year's Day. 
[0026] In another example of controlling the audio out- ^5 
put, the system architecture 50 is useful for determining 
which type of audio outputs or other types of player ap- 
peal features are the favorite among players. In the sys- 
tem architecture 50, the wager inputs for each of the plu- 
rality of gaming machines 1 0a-1 Oe are monitored by the 50 
controller 52. The controller 52 may intermittently down- 
load information on the wager Inputs at selected times 
or continuously download information for real time up- 
dates. A correlation exists between the favorite audio 
outputs, or other player appeal features, and the total 55 
amount of wager inputs for the associated machine on 
which the audio outputs are broadcast. When the con- 
troller 52 determines that a particular player appeal fea- 



ture is the favorite of players, it then takes the necessary 
steps to inform a particular one of the gaming machines 
10a- 10e, which is not displaying or broadcasting the fa- 
vorite audio output, to begin playing the favorite audio 
output. In other words, the amount of wager input to 
each machine is a feedback mechanism by which the 
controller 52 determines which of the audio elements 
and/or other player appeal features is the favorite, there- 
by causing that favorite to be broadcast more frequently 
' on other machines lOa-IOe. For example, the favorite 
visual element or audio element may be displayed for 
more than 75% of any day or 75% of any week. 
[0027] In addition to the feedback mechanism de- 
scribed above with reference to FIG. 3, the internal con- 
troller (e.g., CPU 1 6 in FIG. 2) of one particular gaming 
machine 10 may monitor the wager inputs for that ma- 
chine while different audio elements are being broad- 
cast (or other player appeal features are being dis- 
played/broadcast) so that the controller internally deter- 
mines which of the audio outputs are the most appealing 
to the players. Once the favorite of the players is deter- 
mined, the internal controller for the gaming machine 10 
begins to play that player appeal feature more frequent- 
ly. Because the amount of wager inputs is also a function 
of the number of people in the casino, which is afunction 
of the day and the time of day, the controller of the in- 
ternal machine or the controller 52 of the system archi- 
tecture 50 of FIG. 3 may monitor wager inputs over a 
longer period of time, such as a week, in order to deter- 
mine which of the player appeal features is the favorite. 
[0028] Further, the gaming machine 1 0 or the system 
architecture 50 of FIG. 3 may determine the types of au- 
dio outputs that are the favorites at certain times of the 
day or on certain days of the week. This is due to the 
demographics of individuals entering the casino on cer- 
tain days and at certain hours of the evening. Accord- 
ingly, knowing that a demographic group is most prev- 
alent on Friday nights and Saturday nights, the gaming 
machine 10 and the system architecture 50 of FIG. 3 
may act to determine the favorites on Friday nights and 
Saturday nights and broadcast those audio output fa- 
vorites more on those nights than on other nights. Alter- 
natively, a second demographic group may be more 
prevalent during the weekdays from 8:00 AM until 4:00 
PM. Thus, the gaming machine 10 and the system ar- 
chitecture 50 of FIG. 3 may act to determine the favorites 
for this second demographic group and display those 
favorites at those hours. 

[0029] In addition to the aforementioned time-based 
controlling of the audio output or the favorite-based con- 
trolling of the audio output, the controller 52 may selec- 
tively control the audio output of the gaming machines 
1 0a-1 Oe based on other triggering events. For example, 
if the first gaming machine 10a achieves a highly desired 
outcome, a corresponding signal indicative of the out- 
come can be transmitted to the controller 52, causing 
the controller 52 to send certain audio Instructions to the 
gaming machine 10a to cause an audio output indicative 
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of the outcome. This could be a message commending 
the player on the outstanding outcome or a message 
regarding the location in a casino at which the player 
shall receive the payout from casino personnel. The au- 
dio instructions could be in the form of instructions that 
cause the gaming machine 10a to play certain music, 
for example, the song "We Are The Champions" by the 
musical group Queen. Such music is indicative of the 
game outcome. Or, music that lacks lyrics Indicative of 
the game outcome, but which is fast and upbeat could 
be broadcast from the gaming machine 10a after the de- 
sired game outcome is achieved. 
[0030] A triggering event also includes a specific re- 
quest by the player for a certain type of audio output, 
which may be accomplished by actuating certain I/O de- 
vices on the gaming machine 10. The triggering event 
may be a randomly chosen event or time as well. In 
short, the triggering events may result in the interruption 
of a first audio output, followed by the broadcasting of a 
second audio output 

[0031] In addition, the central controller 52 upon re- 
ceipt of such a signal from the first gaming machine 1 0a 
can also cause certain audio outputs to be broadcast 
from the other gaming machines 10b-10d in the gaming 
machine bank, or only on the adjacent gaming machine 
10b. In other words, the game outcome of one gaming 
machine 1 0a-1 Oe can result in selected audio output be- 
ing broadcast from one or more of the other gaming ma- 
chines lOa-IOe. 

[0032] The central controller 52 may send different 
audio instructions to the different gaming machines 1 0a- 
40e. For example, each gaming machine lOa-lOe may 
be instructed to broadcast a song from its speakers, but 
with different acoustical characteristics corresponding 
to different musical instruments. Or, if the gaming ma- 
chine 10c has a winning outcome, audio instructions 
may be sent to gaming machine 10d which results in the 
audible message, "the player on your left is REAL hap- 
py" while audio instructions may be sent to gaming ma- 
chine 10b which results in the audible message, "the 
player on your right is SUPER happy." As another ex- 
ample, the gaming machines lOa-lOe may be used to 
sequentially tell a message to the entire gaming area or 
room by each of them stating one word or a few words 
of a sentence, such as, "these gaming machines are just 
giving away money tonight!" Further, the central control- 
ler 52 can selectively control the broadcast of all of the 
speakers of the gaming machines 10a-10e to create a 
surround sound effect for the players of the gaming ma- 
chines lOa-IOe. Thus, by selectively controlling the au- 
dio outputs of each of the gaming machines lOa-lOe, 
choreographed audio effects for the overall bank of 
gaming machines lOa-lOe can be achieved 
[0033] In any of these embodiments where the con- 
troller 52 is controlling the audio output, the gaming ma- 
chines 10a-1 Oe may have a library of known audio data 
sets that are stored in a local memory device, such as 
memory device 20 (FIG. 2A) or a memory device asso- 
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ciated with an audio peripheral control system 25 (FIG. 
2B). Alternatively, the gaming machines lOa-lOe can 
each access a remote memory device that is linked in 
the network of the system architecture 50. 
5 [0034] In yet a further embodiment, the system archi- 
tecture 50 and the controller 52 are structured and con- 
figured to transmit audio instructions that contain the au- 
dio data. Thus, the gaming machines 10a-10e do not 
need to store the audio data sets in a memory device. 
10 The audio data sets transmitted from the controller 52 
can take the form of analog audio signals or, preferably, 
digital audio signals. If digital, the transmission can be 
streaming audio signals or compressed audio signals. 
The audio data can also be in a surround-sound format 
15 if the speakers 23 (FIGS. 1 -2) are spatially arranged to 
deliver this type of broadcasting. 
[0035] The various formats for the audio data sets and 
speaker arrangements that can be used by all of the em- 
bodiments of the present invention are described in de- 
tail in U.S. Patent Application No. 
entitled "Gaming System With Surround Sound" (filed 
on the same day as the present application, having com- 
mon inventors as the present application, and being 
owned by the assignee of the present application), 
which is herein incorporated by reference in its entirety. 
[0036] FIG. 4 illustrates an alternative system archi- 
tecture 70 that is different from FIG. 3 in two respects. 
First, the gaming machines 10a- lOe are all intercon- 
nected to each other, in addition to be coupled to a cen- 
tral controller 72. And second, each of the gaming ma- 
chines 10a-10e has a microphone 74 that is capable of 
receiving audio input from players of the gaming ma- 
chines 10a-10e. 

[0037] The system architecture 70 allows one of the 
gaming machines lOa-lOe to be the master that pro- 
vides audio instnjctions to the remaining gaming ma- 
chines 10a-10e. As an example, the gaming machine 
10a may be the master that controls the audio output of 
the other gaming machines 10b-10e (i.e., the slaves). 
As with previous embodiments, the audio instructions 
from gaming machine 1 0a may be in the form of instruc- 
tions that selectively cause certain gaming machines 
10b-10e to broadcast certain audio outputs that are de- 
rived from audio data sets stored in memory devices in 
each of those machines 10b-10e. Or, the master gaming 
machine 10a may be provided with an enhanced audio 
control system with additional memory that causes it to 
send streaming audio data or compressed audio data 
to each of the other gaming machines 10b-10e. 
[0038] In the embodiment of FIG. 4, the central con- 
troller 72 is optional, but has been illustrated because it 
may provide more enhanced control of the audio output 
(and/or game functions) of the gaming machines 10a- 
10e. For example, the central controller 72 can be used 
to connect the bank of gaming machines lOa-IOeto an- 
other bank of gaming machines in the vicinity to ensure 
that that there is no conflicting of audio outputs between 
the banks {e.g., ensuring that loud broadcasts of posi- 
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tive outcomes do not occur simultaneously between ad- 
jacent banks). Or, the controller 72 may provide the en- 
hanced memory for storing a larger database of audio 
data sets that are selectively transmitted to the gaming 
machines 10b-10e under the control of the master gam- 
ing machines 10a. 
. [0039] The microphones 74 on each of the gaming 
machines 10a-10e provide the opportunity for an addi- 
tional source of audio data to be broadcast from one or 
more of the gaming machines 10a-10e. As one exam- 
ple, If a winning outcome of $2000 is achieved in gaming 
machine 10a, the gaming machine 10a may broadcast 
a brief portion of James Brown's song "I Feel Good" and 
then send an audio message to the player stating, "That 
was awesome j How do you feel about being $2000 rich- 
er?" Presumably, the player may respond with an em- 
phatic "I feel good! I" The player's words (i.e., acoustic 
signals) are then received via the microphone 74 (i.e., 
converted from acoustic signals to player-specific audio 
signals) and processed by the gaming machine 10a or 
central controller 72. The gaming machine 1 0a can then 
begin broadcasting a modified version of James 
Brown's "I Feel Good" with the player's own voice 
dubbed into the song. Further, the other gaming ma- 
chines lOb-lOe can receive audio instructions from the 
gaming machine 10a (or the central controller 72) and 
broadcast the dubbed version of James Brown's "I Feel 
Good" in the winning player's voice. 
[0040] Alternatively, instead of prompting the player, 
the microphone 74 on one of the gaming machines 10a- 
lOe may receive various audible statements from a cer- 
tain player after achieving a winning outcome. The audio 
data corresponding to the player's statements can then 
be synthesized with a voice synthesizer and replayed 
back to the player from the speakers after the next win- 
ning outcome. This same synthesized "parroting" can 
be done for negative outcomes too. In short, the micro- 
phones 74 provide an additional manner for achieving 
enhanced entertainment at the gaming machines 10a- 
lOe. 

[0041] Additionally, the present invention contem- 
plates the use of player tracking cards (or other player- 
tracking concepts) in the gaming machines to determine 
the sound preferences of the player. For example, the 
player may simply want no audio output whatsoever. Or, 
knowing certain preferences, the type of audio output 
can be tailored to suit the player's desires based on the 
gaming machine or the central controller knowing infor- 
mation about the player. 

[0042] Further, using player tracking with the present 
Invention provides for additional functions that enhance 
entertainment. By having a "buddy list" on the player 
tracking card, the audio output associated with a win- 
ning outcome can be delivered by the central controller 
(or master gaming machine) to the gaming machines at 
which the winning player's buddies are playing, inform- 
ing them of a certain winning outcome. The audio output 
at the buddies' gaming machines may be in the form of 
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music, and can be accompanied by a message indicat- 
ing that winning outcome, such as "Your buddy, Julio, 
just won $500." Even further, in response to a winning 
outcome, the microphone 74 (FIG. 4) can allow the win- 
ning player to record a message (i.e., an audio output) 
that will be sent to the player's buddies listed on his play- 
er tracking card. For example, after achieving a certain 
type of outcome, the gaming machine can instruct the 
player to enter a message via the microphone 74 that 
will be broadcasted to his or her buddies. The player 
may state, "I'm buying dinner tonight!!", which is then 
transmitted to the buddies* gaming machines and broad- 
cast in the voice of the winning player. 
[0043] While the present invention has been de- 
scribed with reference to one or more particular embod- 
iments, those skilled in the art will recognize that many 
changes may be made thereto without departing from 
the spirit and scope of the present invention. For exam- 
ple, beyond the streaming audio data mentioned above, 
the audk> signals can be produced from a live feed, such 
as a live announcer or a live band. Further, the gaming 
machines may be equipped to deliver the audio output 
to headphones (wired or wireless) that the player is 
wearing. Each of these embodiments and obvious var- 
iations thereof is contemplated as falling within the spirit 
and scope of the claimed invention, which is set forth in 
the following claims. 



30 Claims 



1- A gaming machine, comprising: 

a processor for randomly selecting one of a plu- 
rality of outcomes of said gaming machine in 
response to a wager amount; 
a memory device coupled to said processor 
and storing a plurality of audio data sets for pro- 
ducing a plurality of different audio outputs, said 
processor selecting one of said plurality of au- 
dio data sets in response to said processor re- 
ceiving audio instructions from an external con- 
trol source electronically coupled to said gam- 
ing machine; and 

an audio speaker system for broadcasting one 
of said plurality of audio outputs corresponding 
to said selected one of said plurality of audio 
data sets. 
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The gaming machine of claim 1 , wherein said plu- 
rality of audio data sets includes music. 

The gaming machine of claim 1 , wherein said proc- 
essor sends a game outcome signal to said external 
control source, and said external control source 
sends said audio instructions in response to receiv- 
ing said game outcome signal. 
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The gaming machine of claim 1 , wherein said audio 
instructions are sent from said external control 
source at a predetermined time, said predeter- 
mined time being at least one day in a calendar 
year. 

The gaming machine of claim 4, wherein said at 
least one day is a day selected from a group con- 
sisting of Valentine's Day, St. Patrick's Day, Mardi 
Gras, Easter, the 4^ of July, Halloween, Thanksgiv- 
ing, Christmas, New Year's Eve, and New Year's 
Day. 
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determine a favorite audio output, said audio in- 
structbns corresponding to said favorite audio out- 
put. 

15- The gaming machine network of claim 11, wherein 
said central controller sends said audio instructions 
in response to realtime being a predetermined time. 

16. The gaming machine network of claim 11 , wherein 
sakj central controller selectively sends said audio 
instructions to certain ones of said plurality of gam- 
ing machines. 



6- The gaming machine of claim 1 , wherein said ex- 
ternal control source is another gaming machine. is 

7. The gaming machine of claim 1 , wherein said plu- 
rality of audio data sets are in a digital surround- 
sound format. 

20 

8. The gaming machine of claim 1 , wherein said audio 
speaker system includes one speaker. 

9. The gaming machine of claim 1 , wherein said audio 
speaker system includes a plurality of speakers. 25 

10. The gaming machine of claim 9, wherein said plu- 
rality of speakers are in a non-planer spatial ar- 
rangement around a location where a player of said 
gaming machine is positioned. 30 

11. A gaming machine network, comprising: 

a plurality of gaming machines, each gaming 
machine of said plurality of gaming machines 35 
including a processor for randomly selecting 
one of a plurality of outcomes of said gaming 
machine in response to a wager amount and 
an audio speaker system broadcasting an au- 
dio output to a player of said gaming machine; ^^o 
and 

a central controller electronically coupled to 
each of said plurality of gaming machines, said 
central controller sending audio instructions for 
controlling said audio outputs from said audio 
speaker systems of said plurality of gaming ma- 
chines. 



17. The gaming machine network of claim 16, wherein 
said audio instructions that are sent to said certain 
ones of said plurality of gaming machines are dif- 
ferent. 

18. The gaming machine network of claim 11 , wherein 
said audio instructions include streaming audio da- 
ta. 

19. The gaming machine network of claim 11, wherein 
said audio instructions include compressed audio 
data. 

20. The gaming machine network of claim 19, wherein 
said gaming machines include a digrtal-to-analog 
converter and a power amplifier for processing said 
compressed audio data so as to broadcast said au- 
dio output. 

21. The gaming machine network of claim 11, wherein 
said central controller selectively sends said audio 
instructions to a certain one of said plurality of gam- 
ing machines, said audio instmctions correspond- 
ing to an audio output that contains a message for 
a player of said certain one of said plurality of gam- 
ing machines. 

22. The gaming machine network of claim 21, wherein 
said message relates to an outcome achieved by 
said game. 

23. The gaming machine network of claim 22, wherein 
said message includes music having lyrics that re- 
late to said outcome. 



12. The gaming machine network of claim 11 , wherein 
said audio instructions include audio data in a digital 
audio format. 

13. The gaming machine network of claim 11 , wherein 
said audio instructions include audio data in a digital 
surround-sound format. 

14. The gaming machine network of claim 11, wherein 
said central controller monitors wager amounts to 



24. The gaming machine network of claim 11, wherein 
said central controller selectively sends said audio 
instructions to each of said plurality of gaming ma- 
chines in response to one of said games achieving 
a certain outcome. 

25. The gaming machine network of claim 24, wherein 
said audio instructions sent to one of said plurality 
of gaming machines is different from said audio in- 
structions sent to others of said plurality of gaming 
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machines. 

26. The gaming machine network of claim 24, wherein 
said audio instructions include music. 

27. The gaming machine network of claim 24, wherein 
said audio instructions provide choreographed au- 
dio effects broadcasting from said audio speaker 
system of said plurality of gaming machines. 

28. The gaming machine network of claim 11 , wherein 
said audio instructions provide choreographed au- 
dio effects broadcasting from said audio speaker 
system of said plurality of gaming machines. 

29. The gaming machine network of claim 28, wherein 
said choreographed audio effects include sequen- 
tial actuation of said audio speaker systems of said 
plurality of gaming machines. 

30. The gaming machine network of claim 11 , wherein 
said audio speaker system of each of said plurality 
of gaming machines includes one speaker. 

31. The gaming machine network of claim 11, wherein 
said central controller selectively sends said audio 
instructions to each of said plurality of gaming ma- 
chines in response to a randomly selected event or 
time. 

32. The gaming machine network of claim 11, wherein 
said audio speaker system of each of said plurality 
of gaming machines includes a plurality of speakers 
in a non-planer spatial arrangement around a loca- 
tion where a player is positioned at said respective 
gaming machine. 

33. The gaming machine network of claim 11, wherein 
each of said plurality of gaming machines includes 
memory for storing audio data sets, each of said 
plurality of gaming machines selecting one of said 
audio data sets in response to receiving said audio 
instructions from said central controller. 

34. The gaming machine network of claim 33, wherein 
said processor for each of said plurality of gaming 
machines selects said one of said audio data sets 
from said memory. 

35. The gaming machine network of claim 11, wherein 
said central controller sends said audio instructions 
to at least one of said plurality of gaming machines 
in response to one of said plurality of gaming ma- 
chines achieving a certain outcome of said plurality 
of outcomes. 

36. The gaming machine network of claim 11 , wherein 
at least one of said plurality of gaming machines in- 



cludes a microphone for converting acoustic signals 
from a player to player-specific audio signals. 

37. The gaming machine network of claim 36, wherein 
5 said player-specific audio signals are processed 
and broadcasted as an audio output from said audio 
speaker systems on one or more of said plurality of 
gaming machines. 

10 38. A gaming machine network, comprising: 

a plurality of electronically interconnected gam- 
ing machines, each gaming machine of said 
plurality of gaming machines including a proo- 
fs essor for randomly selecting one of a plurality 
of outcomes of said gaming machine in re- 
sponse to a wager amount and an audio speak- 
er system broadcasting an audio output to a 
player of said gaming machine, one of said plu- 
20 rality of gaming machines sending audio in- 
structions to at least another of said plurality of 
gaming machines for controlling said audio out- 
put from said audio speaker system of said an- 
other of said plurality of gaming machines. 

25 

39- The gaming machine network of claim 38, wherein 
said audio instructions include audio data in a digital 
audio format. 

30 40. The gaming machine network of claim 38, wherein 
said audio instructions include audio data sets in a 
digital surround-sound format. 



41. The gaming machine network of claim 38, wherein 
35 said another of said plurality of gaming machines 

includes memory for storing audio data sets, said 
another of said plurality of gaming machines select- 
ing one of said audio data sets in response to re- 
ceiving said audio instructions. 

40 

42. The gaming machine network of claim 41 , wherein 
said processor for said another of said plurality of 
gaming machines selects said one of sakj audio da- 
ta sets from said memory. 

45 

43. The gaming machine network of claim 38, wherein 
said audio instructions sent to one of said plurality 
of gaming machines is different from said audio in- 
structions sent to others of said plurality of gaming 

50 machines. 

44. The gaming machine network of claim 38, further 
including a central controller interconnected to said 
plurality of gaming machines. 

55 

45. The gaming machine network of claim 44, wherein 
said another of said plurality of gaming machines 
downloads audio data from said central controller 
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in response to receiving said audio instructions. 

46- The gaming machine network of claim 38, wherein 
at least one of said plurality of gaming machines in- 
cludes a microphone for converting acoustic signals 
to player audio signals, said player audio signals 
being processed and broadcasted as an audio out- 
put from said audio speaker systems of one or more 
of said plurality of gaming machines. 

47- A method of operating a plurality of gaming ma- 
chines, each of which is linked to a central control- 
ler, comprising: 

broadcasting an audio output from said plurality 
of gaming machines; 

selectively altering, via said central controller, 
said audio output for at least one of said plural- 
ity of gaming machines. 

48. The method of claim 47, wherein said step of alter- 
ing includes determining which one of said audio 
outputs broadcast from said plurality of gaming ma- 
chines is a favorite audio output by monitoring 
wager inputs, and changing an audio output for cer- 
tain ones of said plurality of gaming machines to 
said favorite audio output. 

49. The method of claim 48, wherein said step of deter- 
mining which one of said audio outputs is the fa- 
vorite includes determining a first favorite for a first 
day of the week and a second favorite for a second 
day of the week. 

50. The method of claim 47, wherein said step of alter- 
ing includes downloading a selected audio data set 
from an external said memory device. 

51. A method of operating a gaming machine that re- 
ceives wager inputs and randomly selects out- 
comes after receiving said wager inputs, compris- 
ing: 

broadcasting a first audio output from said gam- 
ing machine; 

receiving audio data corresponding to a second 
audio output from an external memory device; 
and 

broadcasting said second audio output from 
said gaming machine after said receiving step. 



ory device. 

54. The method of claim 51 , wherein said audio data is 
in a digital format. 

5 

55. The method of claim 51 , wherein said audio data is 
streaming audio data. 

56. The method of claim 51 , wherein said audio data is 
10 compressed audio data. 

57. A method of operating a gaming machine that re- 
ceives wager inputs and randomly selects out- 
comes of a wagering game after receiving said 

IS wager inputs, comprising: 

transmitting, from an external source to said 
gaming machine, game-related audio data cor- 
responding to a desired audio output; and 
20 broadcasting said desired audio output from 

said gaming machine. 

58. The method of claim 57, further including process- 
ing said game-related audio data at said gaming 

25 machine. 

59. The method of claim 57, wherein said transmitting 
is in response to a certain event. 

30 60. The method of claim 59, wherein said certain event 
is a certain outcome of said gaming machine. 

61 . The method of claim 59, wherein said certain event 
is a certain outcome of another gaming machine. 

35 

62. The method of claim 59, wherein said certain event 
is a receipt of a player input from a player of said 
gaming machine. 

40 63. The method of claim 62, wherein said player input 
is an input requesting said desired audio output 

64. The method of claim 57, wherein said external 
source is a central controller coupled to said gaming 

45 machine. 

65. The method of claim 57, wherein said game-related 
audio data is compressed audio data. 

so 66. The method of claim 57, wherein said game-related 
audio data is streaming audio data. 



52. The method of claim 51, wherein said step of re- 
ceiving is in response to real time being a predeter- 
mined time. 

53. The method of claim 51, wherein said step of re- 
ceiving includes downloading said audio data from 
a central controller that includes said external mem- 
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